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(54) MOVING COMPETITION GAME DEVICE 

(57)Abstract: 

PURPOSE: To provide the moving competition game 
device which more improves reality by introducing the 
factors of a competition in a real moving competition. 
CONSTITUTION: Concerning the moving competition 
game device for making the competition with plural 
moving means to move on a set course, this device is 
provided with a distance detecting part (distance 
detecting means) 10 for detecting a separate distance 
(d) between an automobile (prescribed moving means) 
17a and a preceding vehicle (preceding moving means) 
17b positioned in front of the automobile 17a, time 
detecting part (time detecting means) 12 for detecting 
the time of approach for the automobile 17a to be 
positioned within the fixed separate distance, and travel 
control part (travel control means) 13 for calculating a pressure index based on the separate 
distance (d) and the time of approach and controlling the traveling state of the preceding 
vehicle 17b corresponding to the pressure index. 
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* NOTICES * 

Japan Patent Office is not responsible for any 
damages caused by the use of this translation. 

1 .This document has been translated by computer. So the translation may not reflect the original 
precisely. 

2 **** shows the word which can not be translated. 
3. In the drawings, any words are not translated. 



CLAIMS 



[Claim(s)] 

[Claim 1] In the migration competition game equipment which competes with two or more migration 
means to move in a setting course top A distance detection means to detect the clearance of a 
predetermined migration means and a front ****** means by which it is located before said 
predetermined migration means, A time amount detection means by which said predetermined migration 
means detects the approach time amount located in fixed clearance from said front ****** means, 
Migration competition game equipment characterized by having the transit control means which 
calculates the pressure characteristic based on said clearance and said approach time amount, and 
controls the run state of said front ****** means corresponding to said pressure characteristic. 
[Claim 2] It is migration competition game equipment characterized by having a speed detection means 
to detect the passing speed of said predetermined migration means, in migration competition game 
equipment according to claim 1 , and for said transit control means calculating the pressure characteristic 
based on said clearance, said approach time amount, and said passing speed, and controlling the run 
state of said front ****** means corresponding to said pressure characteristic. 



[Translation done.] 
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DETAILED DESCRIPTION 



[Detailed Description of the Invention] 
[0001] 

[Industrial Application] This invention relates to the migration competition game equipment which 

performs the ball-race game which game-ized the car race. 

[0002] 

[Description of the Prior Art] Conventionally, the migration competition game equipment which 
competes with two or more migration means to move in a setting course top is known. As such 
migration competition game equipment, image display of two or more automobiles (migration means) 
which run a ball-race course and the ball-race course top for example, on a scope is carried out, and 
there is ball-race game equipment with which a player controls the transit direction and travel speed of 
an automobile, and makes it run a ball-race course top. 

[0003] And while two or more players control each automobile and make it run a ball-race course top 
for example, it passes, or a course is closed or it vies in whether carry out and the automobile of which 
player reaches gall previously. 
[0004] 

[Problem(s) to be Solved by the Invention] however, the ball-race game equipment which can perform 
the game in which the game of the versatility which has a sense of reality more takes for appearing, and 
a nearby sense of reality has it in a ball-race game with a more advanced expression -- ** — there is a 
request to say. This invention is made in view of the above-mentioned request, and the purpose is in 
offering the migration competition game equipment which takes in the element of the competition in an 
actual migration competition, and has a reliance sense of reality. 
[0005] 

[Means for Solving the Problem] In the migration competition game equipment which competes with 
two or more migration means by which the above-mentioned purpose moves in a setting course top A 
distance detection means to detect the clearance of a predetermined migration means and a front ****** 
means by which it is located before said predetermined migration means, A time amount detection 
means by which said predetermined migration means detects the approach time amount located in fixed 
clearance from said front ****** means, The pressure characteristic based on said clearance and said 
approach time amount is calculated, and it is attained by the migration competition game equipment 
characterized by having the transit control means which controls the run state of said front ****** 
means corresponding to said pressure characteristic. 

[0006] Moreover, it has a speed detection means to detect the passing speed of said predetermined 
migration means, and said transit control means calculates the pressure characteristic based on said 
clearance, said approach time amount, and said passing speed, and is attained by the migration 
competition game equipment characterized by controlling the run state of said front ****** means 
corresponding to said pressure characteristic. 
[00°7] 

[Function] In the migration competition game equipment which competes with two or more migration 
http://www4.ipdl.jpo.go.jp/cgi-bin/tran_web_cgi__ejje 5/3/2004 



Page 2 of 4 



means to move in a setting course top according to this invention A distance detection means to detect 
the clearance of a predetermined migration means and a front ****** means by which it is located 
before a predetermined migration means, A time amount detection means by which a predetermined 
migration means detects the approach time amount located in fixed clearance from a front ****** 
means, From having the transit control means which calculates the pressure characteristic based on 
clearance and approach time amount, and controls the run state of a front ****** means corresponding 
to a pressure characteristic It can consider as the migration competition game which takes in the element 
of the competition in an actual migration competition that a front ****** means causes a transit mistake 
with the pressure characteristic which a predetermined migration means generates, and has a reliance 

sense of reality. m 
[0008] Moreover, it has a speed-detection means detect the passing speed of a predetermined migration 
means, and since a transit control means calculates the pressure characteristic based on clearance, 
approach time amount, and passing speed and controls the run state of a front ****** means 
corresponding to a pressure characteristic, it can make the pressure characteristic which a predetermined 
migration means generates the migration competition game in which passing speed of an introduction 
reliance sense of reality also increased still more elements of the competition in an actual migration 
competition as an element. 

[0009] . . 

[Example] Hereafter, the migration competition game equipment by one example of this invention is 
explained with reference to a drawing. As shown in drawing 1 , ball-race game equipment (migration 
competition game equipment) 10 has the distance detecting element (distance detection means) 1 1, the 
time amount detecting element (time amount detection means) 12, the transit control section (transit 
control means) 1 3, and the game control section 14. 

[0010] As shown in drawing 2 , this ball-race game equipment 10 two or more automobiles 17a, 17b, 
17c, and 17d which run its ball-race course (setting course) 16 and ball-race course 16 top on screen 15a 
of a display 15 When image display is carried out based on a game program and a player (not shown) 
controls its transit direction and travel speed of an automobile (for example, automobile 17a) to 
arbitration through an actuation means (not shown), the ball-race game which vies in the order of arrival 
to gall is performed. 

[001 1] In addition, although four automobiles are displayed on drawing 2 , the number of automobiles is 
not restricted to four sets. Transit of automobile 17a is controlled without being extracted by 17d of 
consecutiveness vehicles which extract the cars in front (front ****** means) 17b and 17c which run 
their automobile (predetermined migration means) 17a front, and run the back of automobile 17a turning 
a player to right and left, or making it not separate from the ball-race course 16 which width of face was 
changed on the occasion of transit of an automobile, and was set up. 

[0012] The distance detecting element 1 1 has detected the clearance dl (or d2) of two automobiles 17a 
which gets mixed up, and car-in-front 17b (or 17c), and sends out the detected clearance data a to the 
transit control section 13 at any time. The time amount detecting element 12 has detected the approach 
time amount t to which automobile 17a is located in the fixed clearance d from car-in-front 17b (or 17c) 
by timer management, and while being located in the fixed clearance d, it sends out detected approach 
time data b to the transit control section 13. This fixed clearance d is set as arbitration by the class and 
approach of a game. 

[0013] The transit control section 13 calculates the pressure characteristic based on the approach time 
amount t by the clearance d by the clearance data a, and approach time data b, and if it becomes beyond 
the predetermined value (mistake generating reference value) to which this pressure characteristic was 
set beforehand, it sends out the mistake generating signal c to the game control section 14. A pressure 
characteristic shows the lifting easy degree from which the automobile under transit starts a transit 
mistake, and the probability for a pressure characteristic to take for becoming large and to generate a 
transit mistake becomes high. 

[0014] This pressure characteristic is prescribed by the clearance d of two automobiles which get mixed 
up, and the approach time amount t, and can be expressed with the formula of the pressure characteristic 
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=(1 / clearance d) x approach time amount t. That is, when automobile 17a is located in the fixed 
clearance d which approached car-in-front 17b and was set up beforehand and maintains the condition in 
between beyond fixed time amount, for example, the pressure characteristic corresponding to a 
maintenance condition is given to car-in-front 17b. A pressure characteristic becomes large, so that the 
approach time amount t is naturally so long that Clearance d is short. 

[0015] The operation procedure of a pressure characteristic is explained based on the flow chart of 
drawing 3 . First, two automobiles (for example, automobile 17a and car-in-front 17b.) The clearance dl 
(refer to drawing 2 ) of referring to drawing 2 is computed (step SI). Then, it is judged whether the 
computed clearance dl became below constant value (step S2). 

[0016] Here, when clearance dl becomes below constant value (YES), count-up of a timer is performed 
and the approach time amount t which is the time amount by which clearance dl was maintained below 
at constant value is measured (step S3). On the other hand, a timer is cleared and (NO) case returns to an 
initial state (step S4). [ from which clearance dl does not become below constant value ] That is, for 
example, if car-in- front 17b separates and clearance dl is no longer below constant value after clearance 
dl becomes below constant value, the measured approach time amount t will be canceled. 
[0017] Next, a pressure characteristic is computed based on the approach time amount t (step S5). Then, 
the mistake generating signal c according to the computed pressure characteristic is sent out to the game 
control section 14 (step S6). And the game control section 14 chooses the car-in-front transit program 
which makes car-in-front 17b a transit mistake condition corresponding to a pressure characteristic by 
the input of the mistake generating signal c (step S7). 

[0018] A transit mistake means the condition slowed down sharply, without the automobile under transit 
turning at a curve and turning off it, the condition from which it separated from the ball-race course 16, 
and being further collided with side-attachment-wall 16a of the ball-race course 16. This transit mistake 
generating condition is explained below by making a curve run state into an example. As shown in 
drawing 4 , it faces that an automobile turns at a curve and there is ideal transit Rhine, and it can bend 
quickly by passing along this transit Rhine without a straight degree's reducing a travel speed few. When 
it passes along ideal transit Rhine e (refer to drawing 4 (a)), it can turn at a curve, without reducing a 
travel speed, but when a transit mistake cannot be made and it cannot pass along ideal transit Rhine e 
(refer to drawing 4 (b)), if it does not slow down greatly, it cannot turn at a curve. 

[0019] That is, as shown in drawing 5 , in the case of transit Rhine f, it must crash into side-attachment- 
wall 16a at exaggerated speed, and sudden moderation of the case of transit Rhine g must be carried out 
just before side-attachment-wall 16a at exaggerated speed, in the case of transit Rhine h, the sense must 
be changed by the acute angle, and it will require large moderation. These transit mistakes are generated 
corresponding to a pressure characteristic, even when it is the pressure characteristic 1 which a transit 
mistake does not generate but a transit mistake generates certainly from the case where it is the pressure 
characteristic 0 as the usual transit program. 

[0020] Therefore, the transit control section 13 functions as a transit control means which controls the 
run state of the car in front corresponding to a pressure characteristic. The game control section 14 has 
CPU14a, and is controlling the game at large [, such as game advance of the ball-race game based on a 
game program, ]. The game control section 14 makes the car in front which runs the front of the two 
automobiles which get mixed up produce a transit mistake, when the mistake generating signal c inputs 
into CPU14a. The image of a transit mistake is displayed on screen 15a by choosing a car-in- front 
transit mistake pattern from each automobile transit pattern in a game program. 

[0021] Next, an operation of ball-race game equipment is explained. First, automobile 17a under transit 
on a ball-race course approaches the car-in-front 17b, and while the clearance d with car-in-front 17b 
becomes fixed within the limits, it continues (refer to drawing 6 (a)) running by maintaining the 
condition. Then, if transit of having maintained the condition becomes beyond fixed time amount, the 
transit control section 13 sends out the mistake generating signal c based on a pressure characteristic to 
the game control section 14. The game control section 14 makes car-in-front 17b produce a transit 
mistake by the input of the mistake generating signal c (refer to drawing 6 (b)). 

[0022] Therefore, also in a ball-race game, the game which has a sense of reality more can be performed 
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from the ability of the same technique as the actual car race of inviting a mistake to it, putting the car in 
front under pressure to be used. Moreover, in addition to the clearance d of two automobiles which get 
mixed up, and the approach time amount t, the travel speed v of the automobile located in the back of 
the two automobiles may prescribe a pressure characteristic. The pressure characteristic in this case can 
be expressed with the formula of the pressure characteristic =(1 / clearance d) x approach time amount 
tx travel speed v. For example, naturally a pressure characteristic also becomes larger from the direction 
run hard at the travel speed v of 300 km/h serving as a bigger pressure to car-in-front 17b by that 
automobile 17a runs car-in-front 17b hard at the travel speed v of 100 km/h, and running hard at the 
travel speed v of 300 km/h. 

[0023] Therefore, the pressure characteristic which automobile 17a generates can make a travel speed v 
the ball-race game whose introduction reliance sense of reality increased still more elements of the 
competition in an actual migration competition from considering as an element. In addition, not only the 
above-mentioned example but various deformation is possible for this invention, for example, it is 
applicable similarly to perform migration competition, if it has the element which competes for others, 
an airplane, a ship, etc. [ automobile ] 
[0024] 

[Effect of the Invention] According to this invention the above passage, it can consider as the migration 
competition game which takes in the element of the competition in an actual migration competition, and 
has a reliance sense of reality. 



[Translation done.] 
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DESCRIPTION OF DRAWINGS 



[Brief Description of the Drawings] 

[Drawing 11 It is the block diagram showing the outline configuration of the ball-race game equipment 
by one example of this invention. 

[Drawing 21 It is the explanatory view showing the display screen of ball-race game equipment. 
[Drawing 31 It is the flow chart which shows the operation procedure of a pressure characteristic. 
[Drawing 41 Transit Rhine of an automobile is shown, (a) is the explanatory view of ideal transit Rhine, 
and (b) is the explanatory view of a transit mistake. 

[Drawing 51 It is the explanatory view showing various transit mistake conditions. 

[Drawing 61 The automobile which runs a ball-race course top is shown, and the explanatory view in the 
condition that (a) has put under pressure, and (b) are the explanatory views in the condition that the 
transit mistake arose. 
[Description of Notations] 

10 - Ball-race game equipment (migration competition game equipment) 
11— Distance detecting element (distance detection means) 

12 - Time amount detecting element (time amount detection means) 

13 — Transit control section (transit control means) 

14 - Game control section 

14 a-CPU 

15 — Display 

15 a— Screen 

16 - Ball-race course (setting course) 
1 6a - Side attachment wall 

17a — Automobile (predetermined migration means) 

17b - Car in front (front ****** means) 

17c - Car in front (front ****** means) 

17d - Consecutiveness vehicle 

a — Clearance data 

b — Approach time data 

c - Mistake generating signal 

d — Clearance 

e - Ideal transit Rhine 

f~ Transit Rhine 

g - Transit Rhine 

h - Transit Rhine 

t — Approach time amount 

v — Travel speed 
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DRAWINGS 




[Drawing 21 
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[Drawing 31 




I 



[Drawing 51 
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[Drawing 61 
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(54) MOVING COMPETITION GAME DEVICE 

(57)Abstract: 

PURPOSE: To provide the moving competition game 
device which more improves reality by introducing the 
factors of a competition in a real moving competition. 
CONSTITUTION: Concerning the moving competition 
game device for making the competition with plural 
moving means to move on a set course, this device is 
provided with a distance detecting part (distance 
detecting means) 10 for detecting a separate distance 
(d) between an automobile (prescribed moving means) 
17a and a preceding vehicle (preceding moving means) 
17b positioned in front of the automobile 17a, time 
detecting part (time detecting means) 12 for detecting 
the time of approach for the automobile 17a to be 
positioned within the fixed separate distance, and travel 
control part (travel control means) 13 for calculating a 
pressure index based on the separate distance (d) and 
the time of approach and controlling the traveling state 
of the preceding vehicle 1 7b corresponding. to the 
pressure index. 
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CLAIMS 



[Claim(s)] 

[Claim 1] Move competition game equipment which competes by two or more move meanses 
characterized by providing the following to move in a setting course top. A distance detection 
means to detect the clearance of a predetermined move means and a front ****** means by 
which it is located before the aforementioned predetermined move means. Time [ for the 
aforementioned predetermined move means to detect the approach time located in fixed 
clearance from the ****** means before the above ] detection means. Run control means 
which calculate the pressure index based on the aforementioned clearance and the 
aforementioned approach time, and control the run state of the ****** means before the above 
corresponding to the aforementioned pressure index. 

[Claim 2] It is move competition game equipment characterized by to have a speed-detection 
means to detect the traverse speed of the aforementioned predetermined move means, in move 
competition game equipment according to claim 1, and for the aforementioned run control 
means to calculate the pressure index based on the aforementioned clearance, the 
aforementioned approach time, and the aforementioned traverse speed, and to control the run 
state of the ****** means before the above corresponding to the aforementioned pressure 
index. 



DETAILED DESCRIPTION 

35 

[Detailed Description of the Invention] 

[0001] 

[Industrial Application] this invention relates to the move competition game equipment which 
performs the race game which game-ized the car race. 
40 [0002] 

[Description of the Prior Art] Conventionally, the move competition game equipment which 
competes by two or more move meanses to move in a setting course top is known. As such 
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move competition game equipment, image display of two or more automobiles (move means) 
which run a race course and the race course top for example, on a scope is carried out, and 
there is race game equipment with which a player controls the run direction and travel speed of 
an automobile, and makes it run a race course top. 
5 [0003] And while two or more players control each automobile and make it run a race course 
top for example, it passes, or a course is closed or it vies in whether carry out and the* 
automobile of which player reaches gall previously. 
[0004] 

[Problem(s) to be Solved by the Invention] however, the race game equipment which can 
10 perform the game in which the various game which has a sense of reality more takes for 
appearing, and a nearby sense of reality has it in a race game by more advanced expression — 
+5je — there is a request to say this invention is made in view of the above-mentioned request, 
and the purpose is in offering the move competition game equipment which takes in the element 
of the competition in an actual move competition, and has a reliance sense of reality. 
15 [0005] 

[Means for Solving the Problem] In the move competition game equipment which competes by 
two or more move meanses by which the above-mentioned purpose moves in a setting course 
top A distance detection means to detect the clearance of a predetermined move means and a 
front ****** means by which it is located before the aforementioned predetermined move 

20 means, A time [ for the aforementioned predetermined move means to detect the approach 
time located in fixed clearance from the ****** means before the above ] detection means, 
The pressure index based on the aforementioned clearance and the aforementioned approach 
time is calculated, and it is attained by the move competition game equipment characterized by 
having the run control means which control the run state of the ****** means before the 

25 above corresponding to the aforementioned pressure index. 

[0006] Moreover, it has a speed-detection means to detect the traverse speed of the 
aforementioned predetermined move means, and the aforementioned run control means 
calculate the pressure index based on the aforementioned clearance, the aforementioned 
approach time, and the aforementioned traverse speed, and are attained by the move 

30 competition game equipment characterized by controlling the run state of the ****** means 
before the above corresponding to the aforementioned pressure index. 
[0007] 

[Function] In the move competition game equipment which competes by two or more move 
meanses to move in a setting course top according to this invention A distance detection 

35 means to detect the clearance of a predetermined move means and a front ****** means by 
which it is located before a predetermined move means, A time [ for a predetermined move 
means to detect the approach time located in fixed clearance from a front ****** means ] 
detection means. From having the run control means which calculate the pressure index based 
on clearance and approach time, and control the run state of a front ****** means 

40 corresponding to a pressure index It can consider as the move competition game which takes in 
the element of the competition in an actual move competition that a front ****** means 
causes a run mistake with the pressure index which a predetermined move means generates, 
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and has a reliance sense of reality. 

[0008] Moreover, it has a speed-detection means detect the traverse speed of a predetermined 
move means, and since run control means calculate the pressure index based on clearance, 
approach time, and traverse speed and control the run state of a front ****** means 
5 corresponding to a pressure index, they can make the pressure index which a predetermined 
move means generates the move competition game in which the introduction reliance sense of 
reality of traverse speed increased still more elements of the competition in an actual move 
competition as an element. 
[0009] 

10 [Example] Hereafter, the move competition game equipment by one example of this invention is 
explained with reference to a drawing. As shown in drawing 1 , race game equipment (move 
competition game equipment) 10 has the distance detecting element (distance detection means) 
11, the time detecting element (time detection means) 12, the run control section (run control 
means) 13, and the game control section 14. 

15 [0010] As shown in drawing 2 , this race game equipment 10 two or more automobiles 17a, 17b, 
17c, and 17d which run its race course (setting course) 16 and race course 16 top on screen 
15a of a display 15 When image display is carried out based on a game program and a player 
(not shown) controls arbitrarily its run direction and travel speed of an automobile (for example, 
automobile 17a) through an operation means (not shown), the race game which vies in the order 

20 of arrival to gall is performed. 

[0011] In addition, although four automobiles are displayed on drawing 2 , the number of 
automobiles is not restricted to four sets. A run of automobile 1 7a is controlled without being 
extracted by 17d of consecutiveness vehicles which extract front **** (front ****** means) 
17b and 17c which run their automobile (predetermined move means) 17a front, and run the 

25 back of automobile 17a turning a player to right and left, or making it not separate from the race 
course 16 which width of face was changed on the occasion of the run of an automobile, and 
was set up. 

[0012] The distance detecting element 11 has detected the clearance d1 (or d2) of two 
automobiles 17a which gets mixed up, and front **** 17b (or 17c), and sends out the detected 

30 clearance data a to the run control section 13 at any time. The time detecting element 12 has 
detected the approach time t when automobile 1 7a is located in the fixed clearance d from front 
**** 17b (or 17c) by timer management, and while being located in the fixed clearance d, it 
sends out detected approach time-data b to the run control section 13. This fixed clearance d 
is arbitrarily set up by the kind and method of a game. 

35 [0013] The run control section 13 calculates the pressure index based on the approach time t 
by the clearance d by the clearance data a, and approach time-data b, and if it becomes beyond 
the predetermined value (mistake generating reference value) to which this pressure index was 
set beforehand, it sends out the mistake generating signal c to the game control section 14. A 
pressure index shows the degree of the ease of starting from which the automobile under run 

40 starts a run mistake, and the probability that a pressure index will take for becoming large and 
will generate a run mistake becomes high. 

[0014] This pressure index is specified by the clearance d of two automobiles which get mixed 
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up, and the approach time t, and can be expressed with the formula of the pressure index =(1 / 
clearance d) x approach time t. That is, when automobile 17a is located in the fixed clearance d 
which approached front **** 17b and was set up beforehand and maintains the state in 
between more than fixed time, for example, the pressure index corresponding to a maintenance 
5 state is given to front **** 1 7b. A pressure index becomes large, so that the approach time t is 
naturally so long that Clearance d is short. 

[0015] The operation procedure of a pressure index is explained based on the flow chart of 
drawing 3 . First, two automobiles (for example, automobile 17a and its front **** 17b.) The 
clearance d1 (refer to drawing 2 ) of referring to drawing 2 is computed (Step S1). Then, it is 

10 judged whether the computed clearance d1 became below constant value (Step S2). 

[0016] Here, when clearance d1 becomes below constant value (YES), count-up of a timer is 
performed and the approach time t which is the time in which clearance d1 was maintained 
below at constant value is measured (Step S3). On the other hand, a timer is cleared and (NO) 
case returns to an initial state (step S4). [ from which clearance d1 does not become below 

15 constant value ] That is, for example, if front **** 17b separates and clearance d1 is no longer 
below constant value after clearance d1 becomes below constant value, the measured approach 
time t will be canceled. 

[001 7] Next, a pressure index is computed based on the approach time t (Step S5). Then, the 
mistake generating signal c according to the computed pressure index is sent out to the game 
20 control section 14 (Step S6). And the game control section 14 chooses the front **** run 
program which makes front **** 1 7b a run mistake state corresponding to a pressure index by 
the input of the mistake generating signal c (Step S7). 

[0018] A bird clapper is said to the state slowed down sharply, without the automobile under 
run turning at a curve and a run mistake going out, the state from which it separated from the 

25 race course 16, the state where it collided with side-attachment-wall 16a of the race course 16 
further, etc. This run mistake generating state is explained below by making a curve run state 
into an example. As shown in drawing 4 , it faces that an automobile turns at a curve and there 
is an ideal run line, and it can bend quickly by passing along this run line without a straight 
degree's reducing a travel speed few. Although it can turn at a curve, without reducing a travel 

30 speed when it passes along the ideal run line e (refer to drawing 4 (a)), if it does not slow down 
greatly when a run mistake cannot be made and it cannot pass along the ideal run line e (refer 
to drawing 4 (b)), it cannot turn at a curve. 

[0019] That is, as shown in drawing 5 , in the case of the run line f, it must crash into 
side-attachment-wall 16a by overspeed, and the sudden slowdown of the case of the run line g 

35 must be carried out just before side-attachment-wall 16a by overspeed, in the case of the run 
line h, the sense must be changed by the acute angle, and it will require a large slowdown. 
These run mistakes are generated corresponding to a pressure index, even when it is the 
pressure index 1 which a run mistake does not generate but a run mistake generates certainly 
from the case where it is the pressure index 0 as the usual run program. 

40 [0020] Therefore, the run control section 13 functions as run control means which control the 
run state of front **** corresponding to a pressure index. The game control section 1 4 has 
CPU 14a, and is controlling the game at large [, such as game advance of the race game based 
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on a game program, ]. The game control section 14 makes front **** which runs the front of 
the two automobiles which get mixed up produce a run mistake, when the mistake generating 
signal c inputs into CPU 14a. The picture of a run mistake is displayed on screen 15a by 
choosing a front **** run mistake pattern from each automobile run pattern in a game program. 
5 [0021] Next, an operation of race game equipment is explained. First, automobile 17a under run 
on a race course approaches the front **** 17b, and while the clearance d with front **** 17b 
becomes fixed within the limits, it continues (refer to drawing 6 (a)) running by maintaining the 
state. Then, if a run of having maintained the state becomes more than fixed time, the run 
control section 13 sends out the mistake generating signal c based on a pressure index to the 

10 game control section 14. The game control section 14 makes front **** 17b produce a run 
mistake by the input of the mistake generating signal c (refer to drawing 6 (b)). 
[0022] Therefore, also in a race game, the game which has an actual feeling more can be 
performed from the ability of the same technique as the actual car race of inviting a mistake, 
putting front **** under pressure to be used. Moreover, in addition to the clearance d of two 

15 automobiles which get mixed up, and the approach time t, the travel speed v of the automobile 
located in the back of the two automobiles may prescribe a pressure index. The pressure index 
in this case can be expressed with the formula of the pressure index =(1 / clearance d) x 
approach time tx travel speed v. For example, naturally the direction run hard at the travel 
speed v of 300 km/h becomes larger [ a pressure index ] from a bigger pressure and a bigger 

20 bird clapper to front **** 17b by that automobile 17a runs front **** 17b hard at the travel 
speed v of 100 km/h, and running hard at the travel speed v of 300 km/h. 

[0023] Therefore, the pressure index which automobile 17a generates can make a travel speed 
v the race game whose introduction reliance actual feeling increased still more elements of the 
competition in an actual move competition from considering as an element. In addition, not only 
25 the above-mentioned example but various deformation is possible for this invention, for example, 
it is applicable similarly to perform move competition, if it has the element which competes for 
others, an airplane, a ship, etc. [ automobile ] 
[0024] 

[Effect of the Invention] According to this invention the above passage, it can consider as the 
30 move competition game which takes in the element of the competition in an actual move 
competition, and has a reliance actual feeling. 



35 DESCRIPTION OF DRAWINGS 

[Brief Description of the Drawings] 

[Drawing 1] It is the block diagram showing the outline composition of the race game equipment 
by one example of this invention. 
40 [Drawing 2] It is explanatory drawing showing the display screen of race game equipment. 
[Drawing 3] It is the flow chart which shows the operation procedure of a pressure index. 
[Drawing 4] The run line of an automobile is shown, (a) is explanatory drawing of an ideal run 
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line, and (b) is explanatory drawing of a run mistake. 

[Drawing 5] It is explanatory drawing showing various run mistake states. 

[Drawing 6] The automobile which runs a race course top is shown and explanatory drawing in 
the state where (a) has put under pressure, and (b) are explanatory drawings in the state where 
5 the run mistake arose. 

[Description of Notations] 

10 — Race game equipment (move competition game equipment) 

1 1 — Distance detecting element (distance detection means) 

12 — Time detecting element (time detection means) 
10 13 — Run control section (run control means) 

14 — Game control section 

14 a~CPU 

15 — Display 

1 5a — Screen 
15 16 — Race course (setting course) 
16a — Side attachment wall 

17a — Automobile (predetermined move means) 

17b — Before **** (front ****** means) 

17c — Before **** (front ****** means) 
20 17d — Consecutiveness vehicle 

a — Clearance data 

b — Approach time data 

c — Mistake generating signal 

d — Clearance 
25 e — Ideal run line 

f — Run line 

g — Run line 

h — Run line 

t — Approach time 
30 v — Travel speed 
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[Procedure revision] 

[Filing Date] June 8, Heisei 13 (2001. 6.8) 
[Procedure amendment 1] 
[Document to be Amended] Specification. 
15 [Item(s) to be Amended] The name of invention. 
[Method of Amendment] Change. 
[Proposed Amendment] 

[Title of the Invention] The competition game method and equipment. 
[Procedure amendment 2] 
20 [Document to be Amended] Specification. 
[Item(s) to be Amended] Claim. 
[Method of Amendment] Change. 
[Proposed Amendment] 
[Claim(s)] 

25 [Claim 1] In the competition game equipment which vies in the order of arrival by two or more 
move meanses 

A distance detection means to detect the distance of a move means to move according to 
operation of an operator, and other move meanses to move from the aforementioned move 
means in the front, 

30 Time [ to detect the time in which the distance detected by the aforementioned distance 
detection means was maintained below at a fixed distance ] detection means, 
Competition game equipment characterized by having the control means to which a move 
means besides the above is moved as a run mistake was made according to the time detected 
by the aforementioned time detection means, and the distance detected by the aforementioned 

35 distance detection means. 

[Claim 2] In competition game equipment according to claim 1 

It has a speed-detection means to detect the speed which the aforementioned move means 
moves. 

The aforementioned control means are competition game equipment characterized by moving a 
40 move means besides the above as a run mistake was made according to the time detected by 
the aforementioned time detection means, the distance detected by the aforementioned 
distance detection means, and the speed detected by the aforementioned speed-detection 
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means. 

[Claim 3] In the control method of the competition game which vies in the order of arrival by 
two or more move meanses 

The distance of a move means to move according to operation of an operator, and other move 
5 meanses to move from the aforementioned move means in the front is detected. 

The time in which the distance by which detection was carried out [ aforementioned ] was 
maintained below at a fixed distance is detected. 

The control method of the competition game characterized by moving a move means besides 
the above as a run mistake was made according to the distance by which detection was carried 
10 out [ aforementioned ] with the time by which detection was carried out [ aforementioned ]. 
[Claim 4] In the control method of a competition game according to claim 3 
The speed which the aforementioned move means moves is detected. 

The control method of the competition game characterized by moving a move means besides 
the above as a run mistake was made according to the time by which detection was carried out 
15 [ aforementioned ], the distance by which detection was carried out [ aforementioned ], and the 
speed by which detection was carried out [ aforementioned ]. 

[Claim 5] In the control method of the game which vies in the order of arrival by two or more 
move meanses based on the program which advances a game 

The distance of a move means to move according to operation of an operator, and other move 
20 meanses to move from the aforementioned move means in the front is detected. 

The time in which the distance by which detection was carried out [ aforementioned ] was 
maintained below at a fixed distance is detected. 

The control method of a game of carrying out choosing from the usual run program the run 

program which a run mistake generates according to the result computed from the distance by 
25 which detection was carried out [ aforementioned ] with the time by which detection was 

carried out [ aforementioned ], and controlling movement of a move means besides the above 

as the feature. 

[Procedure amendment 3] 

[Document to be Amended] Specification. 
30 [Item(s) to be Amended] 0001 . 

[Method of Amendment] Change. 

[Proposed Amendment] 

[0001] 

[Industrial Application] this invention relates to the competition game method and equipment 
35 which vie in the order of arrival by two or more move meanses. 
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